Journal of Korea Game Society 2015 Jun; 15(3): 41-50
http://dx.doi.org/10.7583/JKGS.2015.15.3.41

I Ay 718 2 cixiel

S8 AlE201M Ao ALSKIRE Qe FH=ES
AFE0| A, =8, M ixl=
2Ny, 0152, 7|

SISt Csta QIE2HE DAt
{lib_ss, wijlee729}@naver.com, gnoh@hallym.ac.kr

Effects of Character Identification on User Experience and Perceived

Risk in Smoking Simulation Game

Si-Sung Kim, Jong-Wouk Lee, Ghee-Young Noh
Dept. of Interaction Design, Hallym University
2 o
2 ATE AR B3 A A A ] ARg A3 efyHe
*lt‘irﬂﬂ ol AldellA FA AAR, ArElA A, B9, FHolY, B¢
Sof ojw g Aolg Wel=rkE AT s Fu 1Eﬂ*E A4y e

R AYE ] Alge] Fa
A4 G} g 8
_F_

£2 #9528

|
i

S ¥

FR T e R R A A A e
‘Smoking Sims'$ AHEstel W4 B4 60U S thYoR APS AAST Ao Aat FA
A, AFRE AR, E6), el @ FAol o QA€ Aol s HA AEE
FAE B o B Ao dedt o A7E FAE 22 J15d ASAYeA
A4 B FAR AU A1gel A9 48ABTE B2 15 AL FANA o
@ ANEAE & AOE et 154 AN AE SN FRAS Agtsa Ak

ABSTRACT

This study attempted to identify differences in user experience such as spatial
presence, social presence, flow, empathy, anxiety, and perceived risk between simulating
characters of animation and of actual userimage. The playtesting method was conducted
on 60 male smokers using ‘Smoking Sims’, a simulation game produced by The Center
for Health Communication Studies. The results found that the simulation of actual image
character is higher in the level of perceived risks for smoking, spatial presence, social
presence, flow, and empathy than the simulation of animation character. The study
shows that identification with a game character affects user experience and enhances the
effectiveness of perceived risks as well. It emphasizes the importance of game design to
implement identification in serious game like a smoking cessation simulation.
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[Table 1] Paired—sample T—test of User
Experience and Perceived Risk Between Realistic
Character and Animation Character

Variable Game N M SD t D

Spatial | Real 60 298 i 0.86
Presence Ani 60 253 1 0.88
Social @ Real 60 {3.09 i 0.88
Presence Ani 60 {267 | 0.96
Real 60 {375 i 068

Flow : 3.32 1 .002
Ani 60 338 091

Real 60 3.20 : 0.88
Empathy 2.09 i .041
Ani 60 293 1 0.97
. Real 60 277 ¢ 1.06
Anxiety 1.24 ¢ 219
Ani 60 263 i 1.15
Perceived Real 60 3.55 0.70
Risk Ani 60 330 | 0.82

N = 60, *p < .05, #xp < .01, *kxp < 001

3.87 1 .000

4.03 ¢ .000

243 .018

S ool
re

e
N

AlEH ol AdelA AEAELS &
18 & AF&sh= Aol ofiyuold 7)
AbEslE AR o =2 59 34
(t=3.87, p<.001), A}3]4] A 217H(t=4.03, p<.001),
(t=3.32, p<.0DI FFolY(t=2.09, p<.05)=
st o= Ul whd EQre] S Ab
ket Fdg A-EE AFEetE A ofyol A
AE3hE Ao A BAHSE fomgk A
Holx] ¢Fkth(t=1.24, p.=n.s). ¥
EHRSHAA AHEAS} =
Aol ofyuold A-EHE AL
T Fdo Ui 9¥8S Agske A

ERtTH(t=2.43, p<.05).

> 1e o
2 T

_l

=

o
(o

i)

O X oo o mE & M o
)
i

1o
N
ofr
_lZi
e
oo o .
=
o
o

o £ >
. =
rlO rlr

f
kv

dlola Aol AgA 2
= A AgE A
AQAA 2AZ, B9,

AR ol HE QX%

AR, AFLAEL FA AB o)A AYdA
Heolo] wo] adz HEHUE A5 A3 of

)
i1
o
o
N
N
0%
X,
X
=2
By
Ir
N
i
>
>
oo
>
oy 9
o
o

fur
i
x
o,
£
o
©
m
flo
2

A
A=, 1 FAAE
=

i
R
&

2

S|
A9 AFEA AAG A Bele] miol AgH
AR AYEAA e FES
o MEAF B Foizl ZHgETrel A
Eal AR o
3 An=[B] FEAEHS FEsE A8E 24
e AsEAe) ANSAAdNA Faw A
dolet & 4 v

A, A A AGEe] Age oy
A AEHE S ¥ W ur AgREe] B9
H 2707 oz dedeh A vtel: o
el FEH o sy urks A
gol sl Axle] FYPeA B Tu=s
W He AR ALE A wuls
9 5oz solWAR dAE AHEHE

~
o
olN
i)
N
i
1o
re
-
N .

o

Journal of Korea Game Society JKGS | 47



— & Algdold APl AHEAet Bdd AYE O Aol AAZ, B, A@A4 WA= 23—

g
©
=z

i

2= AT A" FA O AE
'Smoking Sims’2] 7%
ol & F3l MNYE

o=z

=
o=
ox,
o
o
=2

2
o =
o

o
e

X

f
2 }%
o yr
Mo g
Ql’,
rlr E
ol +
AL
ol
o
st
o =

o J:Ij
E{ :_‘
L
>
e

)

o) -~

fo
o
o,
it/

My oz

[0 qob ok 4
2 = o

u
rok

ke
K
my 0
rlo
o=
o
(e}
ol
%)
N
N

to
e
ph)

o
fo
K
2

fo olN rlo ox El H

i)
o2
ol f
r_‘t_ll
(2
o
S0y Lo
o
i
e
-
2
b
rlr
A
0
M

ol
ui
>
>

oo

>
il
o
e
It

b
-
i
o
e
o
o
o,
Mi
i)
N
NS

o
N
N
2
rot
o
o
o
b
=2
£ o
o
nj

&
i

m
30
=
=
S
~

)
e
rl

rR o
>z
i l'ﬂ i —

o

)

A YT A T
4 Ho T
2 o
> "
Mok ol N .
> filo
=
92
)
N
2
)
o
on i

ACKNOWLEDGMENTS

This work was supported by the National
Research Foundation of Korea Grant funded by
the Korean Government (NRF-2012-S1A3 -
A2033480).

REFERENCES

[1] Ministry of Health & Welfare,
National Health and Nutrition Examination
Survey”, 2013.

[2] Keun-Hwang Ik,
Review of Cigarette Smoking”, Tuberculosis
and Respiratory Diseases, Vol. 34, No. 4,
pp.271-273, 1987.

"Korea

"Review Psychiatric

[3] Yee, N. and Bailenson. J, "The Proteus
effect: The effect of transformed
self-representation on  behavior. Human

Communication Research”, Vol. 33, No. 3, pp.
271 - 290, 2007.

[4] International
Education,

of Early Childhood

Childhood  Education
Dictionary, Seoul:Korea Dictionary Research
Publishing, 1996.

[5] Yi-Gyung Kim, and Sung-kyu Lee, and
Hyang-Ki Lee, and Sun-ha Ji, "Association
between Exposures of Smoking Scenes in

Journal
Early

and Smoking Behavior among
Korean Adolescents”, Health and Social
Welfare Review, Vol. 33, No. 4, pp. 497-517,
2013.

[6] Dal Cin, S. and Gibson, B. and Zanna, M. P.
and Shumate, R. and Fong. G, "Smoking in
movies, implicit associations of smoking with
the self, and intentions to  smoke:,
Psychological Science, Vol. 18 No. 7,
pp.559-563, 2007.

[7]1 Ho-Kyung Kim, "Study of the
self-conception  about the  Avatar in
computer-mediated communication :
on Sayclub of the Avatar chatting site”,
Graduate School Yonsei University, 2001.

[8] Ju-Seon Kang, Yun-Jeong Ko, II-Sang Ko,
"The Impacts of Social Support of Guild

Movies

focused

48| Journal of Korea Game Society 2015 Jun; 15(3): 41-50



(91

[10]

[11]

[12]

[13]

[14]

[15]

[16]

[17]

[18]

[19]

— Effects of Character Identification on User Experience and Perceived Risk in Smoking Simulation Game —

Members and Psychological Factors on Flow
and Loyalty in MMORPG”, Asia Pacific
Journal of Information Systems, Vol. 19, No.
3, pp.69-98, 2009.

Hogg, M. A. and Abrams. D, "Social
identifications”, London: Routledge, 1988.
Jeong-Hwan Lee, "The
Avatars on Virtual Education: Focusing on
its Physical and Emotional Attributes”,
Graduate School Yonsei University, 2011.
Biocca, F. and Delaney. B,

Effectiveness of

"Immersive
virtual reality technology”, Communication in
the age of virtual reality, pp. 57-124, 1995.

Biocca. F, "The  Cyborg'’s Dilemma:
Progressive Embodiment in Virtual
Environments”, Journal of Computer

Mediated Communication, Vol. 3, No. 2, 1997.
Dae-Sik Kang, Jeong-Kyoum Kim, Hoe-In
Chong, "The Structural Relationship among
affective characteristics, Learning presence,
Learning flow, Learning satisfaction in
Distance Education”, Korean Association for
Educational Information and Broadcasting,
Vol. 17, No. 1, pp. 133-152, 2011.

Young-Dal You, "The theoretical implications
of the flow model for the development of the
addiction counselling program”, The Korea
Journal of Youth Counseling, Vol. 10, No. 2,
pp. 1-3, 2002.

Hoffman, D. L, and Novak. T. P, "Marketing
in hypermedia computer-mediated
environments: conceptual foundations”, The
Journal of Marketing, pp. 50-68, 1996.
Langfeld, H. E, "The Aesthetic attitude, Port
Washington”, N.Y, Kennikat, 1967.

Hye-Ri Kim,
storytelling strategy effect on environment
behaviour: Climate Change”, Graduate School
Seoul National University, 2012.

Hee-Kyung Kim,

"How teaching in emphatic

of empathy
depending on visual familiarity of experience
object”, Graduate School
University, 2007.
Kyung-Soon
Kew—Cheol
Development

"Difference

Seoul National

So,
"The
Application of
Animation-Based Environmental Education

Lim, Keum-Hyun
Shim, Sung-Hee Yeau,
and

Program using Empathic Learning Strategy

[20]

[21]

[22]

[23]

[24]

[25]

[26]

[27]

(28]

for Elementary School Students”,
Environmental Education, Vol. 24, No. 2, pp.
99-111, 2011.

Spielberger, C. D. and Jacobs, G.

Russell, S, and Crane, R. S, "Assessment of

and

anger: The state-trait anger scale”, Advances

in personality assessment, Vol. 2, pp.
159-187, 1983.

Lombard, M. and Ditton, T. B. and
Weinstein, L, "Measuring presence: the

temple presence inventory”, In Proceedings of
the 12th Annual International Workshop on
Presence. pp. 1-15, 2009.

Jackson, S. A. and Marsh, H. W,
"Development and validation of a scale to
measure optimal experience: The Flow State
Scale”, Journal of sport and exercise
psychology, pp. 17-35, 1996.

Van Looy, J. and Courtois, C. and De Vocht,
M. and De Marez, L, "Player identification in
online games: Validation of a scale for
measuring identification in MMOGs"”, Media

Psychology, Vol. 15, No. 2, pp. 197-221,
2012.

Doug-Woong Hahn, Chang-Ho Lee,
Kyum-Koo Chon, "Korean Adaptation of
Spielberger’'s STAI (K-STAI)”, Korean

journal of health psychology, Vol. 1, No. 1,
1996.

Halpern-Felsher, B. L. and Biehl, M. and
Kropp, R. Y. and Rubinstein, M. L,
"Perceived risks and benefits of smoking:
differences among adolescents with different

smoking experiences and intentions”,
Preventive medicine, Vol. 39, No. 3, 559-567,
2004.

DeMond, A. L. and Mossman, K. D. and

Starr, T. and Dustin, M. L. and Groves, J.
T, "T cell receptor microcluster transport
through molecular mazes reveals mechanism
of translocation”, Biophysical Journal, Vol. 94,
No. 8, 3286-3292, 2008.

Steuer, J. "Defining reality:
Dimensions determining telepresence”, Journal
of Communication, Vol. 42, No. 4, 73-93,
1992.

Bente, G. and Ruggenberg, N. C.
Kramer, N. C. and Escheenburg, F.

virtual

and

Journal of Korea Game Society JKGS |49



— & AlgdolA APl AHEAet FAd AYE O Aol A, B, AFAAA vA=

"Avatar-Mediated = Networking: Increasing
social presence and interpersonal trust in
Net-Based Collaboration”, Human
Communication Research, Vol. 34, No. 2,
287-318, 2008.

4 Al M(Kim, Si Sung)

©

i

20142 oista vAd
20143 F ik QIE AT AR AR (B

= &

BAIRk 1 A8, a9, Uge

0] & Z(Lee, Jong Wouk)

) A7) AL AL (5

= 7] &(Noh, Ghee Young)

v A7 - et nl, Telecommunication, Ph.D.

@A gy BK21 &~ OIEiaﬂME]x}Ol/\}%‘%xol—
stRggta gAEAY FFHHAFT FAuSF
gkl o gt fi‘_'iﬂ%jr‘%ﬂlolﬁ AT
7_]]0]:!1;1]‘_%‘_, E 0,]

r:i

Aok gAEAY, JQE AT, PR EZe=A )

=

a7

50| Journal of Korea Game Society 2015 Jun; 15(3): 41-50



